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ABSTRACT

This essay analyzes space in augmented reality games, and attempts to offer space
analytic standards of mobile augmented reality games in regards to space in existing
games. This article proposes categorizing criteria based on the following factors:
Analysis of space in existing games, Jason Jerald's Three Virtual Space Horizon
Categories, interaction between virtual world and real world, and Lavroff's Three
deciding factors of reality perception in virtual reality. It is meaningful that the analysis
criteria of the Augmented Reality game space is presented through this analysis.
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Dong-
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An Analysis on the D
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Choe P v Political
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